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WARNINGS 
READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM 
EPILEPSY WARNING 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games may induce an 
epileptic seizure in these individuals. Certain conditions may induce undetected 
epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a 
video game — dizziness, altered vision, eye or muscle twitches, disorientation, loss of 
awareness, any involuntary movement or convulsions — IMMEDIATELY discontinue 
use and consult your physician before resuming play. 


PROJECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor of the CRT. Avoid repeated or extended use of video games on large: 
screen projection televisions. 


SEGA SATURN VIDEO GAME USE 
This CD-ROM can only be used with the Sega Saturn system. Do not attempt to play 
this CD-ROM on any other CD player; doing so may damage the headphones and 
speakers. This game is licensed by Sega for home play on the Sega Saturn system only, 
Unauthorized copying, reproduction, rental, public performance or broadcast of this 
game is a violation of applicable laws. ! 
The characters and events portrayed in this game are purely fictional. Any similarity 
to other persons, living or dead, is purely coincidental. 
HANDLING YOUR COMPACT DISC 

J The Sega Saturn compact disc is intended for use exclusively on the Sega Saturn 

system, 
LJ Avoid bending the disc. Do not touch, smudge or scratch its surface. 
4 Do not leave the disc in direct sunlight or near a radiator or other source of heat. 
J Always store the disc in its protective case. 


ESRB RATING 
[his product has been rated by the Entertainment Software Rating board. For infor- 
mation about the ESRB rating, or to comment about the appropriateness of the rating, 
please contact the ESRB at 1-800-771-3772. 


Visit Sega’s Internet Sites at: 


web site: http://www.sega.com 
email: webmaster@sega.com 
Compuderve: GO SEGA 


rE 


from the masters. Call Now. 


.5.: 1-900-200-SEGA $.95/min (recorded), $1.50/min 
Ma (live) Must be 18 or have parental permission. 
. | TTD phone required, Sega of America | 
1m Canada: 1-900-451-5252 US $1.50/min (recorded/live) | 





For French Instructions, please call: 
Instructions en francais, téléphoner au: 1-800-872-7342 
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Set up your Sega Saturn™ 
Plug 


manual. 


i. 


hters Megamix" is for one or more players. 


Fi 


2-player games, plug in Control Pad 2 also. 
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Ton 


nothing appears, turn the system off and make sure it is set up correctly before turn 


ing | 


, press again 


again. 
If you wish to stop a game in progress and return to the onscreen Control Panel, simultaneously 


press Buttons A, B, C and Start on the Control Pad. When the Title screen appears 


to access the Control Panel. 
To reach the System Settings control panel, hold down the right or left shift button 


4. 
). 


(Button L or R) while pressing the Reset button on the Sega Saturn console. 


it 


ipe i 


ity code that allows the disc to be read. Be sure 


to keep the disc clean and handle if carefully. If your Sega Saturn system has trouble reading the disc, remove the disc and w 


INS @ S@Ccur 


sc contai 


Your Sega Saturn compact di 


important 





carefully, starting from the center of the disc and wiping straight out toward the edge. 





Can’t wait to jump into the action? Here are some quick tips to get you where you want fo go. 
Press Start from the Fighters Megamix Title screen to enter Mode Select. In Mode Select, select one of the 
following modes: 








| 1P Mode Fight against fhe CPU in one of several battle courses (see pp. 5-6} 
| Survival Mode See how many opponents you can flatten before time runs out (see pp. 7-8) 
| VS Mode Play against a friend or the CPU {see pp. 9-10} 
Team Battle Mode Pick teams and fight in elimination team play versus the CPU or a friend 

(see pp. 11-12} 

i| Training Mode Work on your moves against a practice dummy (see pp.13-14} 

| Records View the best records for IP and Survival Mode (see p. 14] 
Options Change the configurations for several aspects of play, or sample sounds 
heard in the game (see pp. 15-16) 










The default key commands for the Control Pad in the fighting modes are: 


|| D-Pad Control direction and movement Button X P+D 
I| Start Pause/restart game Button Y K+D 
Button A [D Jefense Button Z P+K+D 
| Button B [Punch ButionL/R — Escape 
| Button C [ K Jick 





A Note on the Megamix System 

Fighters Megamix is a hybrid game incorporating some of the most popular features of both the Virfua Fighter 2 and 

Fighting Vipers fighting styles, with some new tricks from Virtua Fighter 3 thrown into the mix. Some of the things to 

watch out for: 

Body Armor _ The Fighting Vipers are wrapped up nice and fight in protective armor. The armor can be 
destroyed, but only with certain attacks. When they lose their armor, the Vipers are more 
vulnerable and exposed. (And more likely to catch a cold.) 


Walls/No Walls There are two kinds of stages in Fighters Megamix — those with walls and those without. The 
Virtua Fighters may feel more comfortable with the borderless freedom of No Wall stages 
(especially now that there’s no Ring Out). Vipers, on the other hand, are accustomed to the 
nowhere-to-run environments of a cozy razor-wire cage or in a candy glass elevator on the 70th 
floor. 

Escape Straight from the ROM of Virtua Fighter 3", the hottest arcade fighting game around, the 
Escape command adds a new dimension (the third) to every fighter's range ot motion. Step 
aside from a charging foe and let the physics of momentum work its magic. 


Each fighting mode has a slightly different set of rules and conditions, but the objective is essentially the same: knock 
your opponent's Life Gauge down to zero before losing your own Life or running out of time. See the sections relating 
fo each individual fighting mode for details. 9 









| *Notes The 3D Control Pad can be used in the 


+ Mode. It functions the same as the Control Pad. 


D-Pad 
Start 


Button A 
Button B 
Button C 


Button X 
Button Y 
Button Z 





Button L/R 


See The Commands section on pages | 
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Control fighter direction and movement 
Pouse/restart game 


| D Jefense 
{[Plunch 
[K Jick 


P+D 
K+D 
P+K+D 





Escape 


6-17 for a description of the fighting moves. 


Notes The Controls can be re-configured in Key Config (see p. 16). 
Press Buttons A, B, C and Start simultaneously from any point in the game fo return to the Title 


Screen. 





Starting the Game 












| mu ae cen ~ The Fighters Megamix Title screen appears following the Sega 
TT nd AM2 logos. Watch the animated sequence that follows, or 
press Start to move forward fo Mode Select. In Mode Select, 
press the D-Pad UP/DOWN to highlight modes and Button A or 
Cto select the highlighted mode. 4 
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IP Mode 
IP Mode allows you fo select a fighter and fight your 
| way through preset courses of opponents. See pages 
5-6 for details. 
Survival Mode 
In Survival Mode, the object is to defeat as many 
opponents as possible within the time allotted. See 
pages 7-8 for details. 
VS Mode 
You can play individual matches against the CPU, or another human-controlled fighter in VS Mode. 
| See pages 9-10 for details. 
Team Battle Mode 
Team Battle Mode lets you create a team of fighters fo pit against a CPU-controlled team, or one 
controlled by another player. See pages 11-12 for details. 
Training Mode 
| Hone your skills by practicing all of the moves for any fighter against a CPU-controlled dummy. See 
pages 13-14 for details. 
Records 
Check out the records for 1P Mode course clear times and Survival Mode wins. See page 14 for 
| details. 
Options 
| In Options, you can adjust several gameplay settings, recontigure the Control Pad and sample the 
sounds heard throughout Fighters Megamix. See pages 15-16 for details. 
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Fighting Modes 


1P Mode 


]P Mode is for one player only. A second player cannot join in during 1P Mode play. When you select 1P 
Mode in the Mode Select screen, the Fighter Select screen appears. When you first start playing Fighters 
Megamix, some fighters are hidden and can’t be selected. These secret characters appear as you make 
progress in the game and fulfill certain conditions. 





aU myx 
Mid IP Mode Fighter Select 

Press the D-Pad in any direction to highlight the fighter you 

wish to use, and Button A, C, X or Z to select the fighter. Press 

Start to access the 1P Mode Options screen. {See Options on 

page 15 for info on the 1P Mode Options.) Press Button Y to 

return to Mode Select. 





pat ane ties ky 
After you select a tighter, the Select Game Course screen ie 


appears. Each course features seven opponents. At the 
beginning of the game, there are four courses to choose from. 
More appear as you successtully clear the original courses. 
Highlight courses by pressing the D-Pad UP or DOWN. Press 
Button A or C fo select the course. Press Start to access the 1P 
Mode Options screen (see page 15). Press Button B fo return to 
the Player Select screen. Press Butfon Y fo return to Mode 
Select. 


How to Win 


In each 1P Mode course, you face a series of fighters that you must defeat in order to clear the 
course. Each match is a best of three contest (see page 15 for how fo change the Match Point). You 


win rounds either by reducing your opponent's Life Gauge to zero, or by having more Life than your 
opponent remaining when fime expires. Each fight takes place in the Stage Setting corresponding to 
your opponent. 
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umber of Rounds 
Wins 
Time Remaining 
Stage Number Total Time 





The IP Mode Ring 

Armor Gauge* The condition of armor (for fighters wearing it). Green indicates the armor is 
intact. Red indicates the armor has been destroyed. Oww! — That had to hurt. 

Life Gauge The amount of Life remaining to the fighter. When it comes to Life Gauges, 
bigger is definitely better. 


Wins The number of rounds won by the fighter in the current match. 

Number of Rounds The number of rounds needed to win the match. 

Time Remaining The number of seconds till the tat lady sings. 

Total Time The total amount of time your fighter has managed to slug it out so far. 
Stage Number —_Self-explanatory. 





_ *Anote about the Armor Gauge: This gauge only appears for fighters wearing armor. When 
a fighter who was wearing armor loses it that fighter becomes more vulnerable fo damage. 
Fighters who don’t wear armor have a single, unchanging defensive rating. 


Pause 
Press Start to pause a fight in progress. The Pause Options menu appears. Press the D-Pad UP/DOWN to 
scroll through the options, and Button A, C or Start to select. 


mine i Renee Be : cers escisnit Bae a 


EXTER 


aiaies 








pene 
Sicha nace esse cera aa dt at ran at a anata needa tam Sha Bs or 
cc 


IE 9, 
STUER TT yy 


HOG 


ANCOEFGH! JELMRBOPORETUYWKXTT. 4“ 


Game Over Name Entry 


When your fighter loses a match (as happens to the best You must be pretty good if you got this far. You 
of em), the scary You Losf message appears. But wait, probably don’t even need to be told that you can enter 
you still have the option of continuing! Press Start to your initials by pressing the D-Pad LEFT/RIGHT to scroll 
resume play from the beginning of the match you just through the characters and Button A or C to select. 


got whupped in. Or, it the competition was just too Pressing Button B deletes a character, just like selecting 
fough, let the countdown timer expire to see the Game she faekcarenw. 


Over message, with all that it implies. 





Survival Mode 


Survival Mode is a one-player only mode where you fight against the clock. A second player cannot join a 
Survival Mode game. The object is to defeat as many CPU-controlled opponents as possible in the time 
allotted. Your fighter does not recover Life between matches, so a good defense becomes critical, especially 
when you fry a long time limit game. 

Survival Mode Figh ter Select | ee 
When you select Survival Mode from the Mode Select screen, ET He 
the Fighter Select screen appears. Select your fighter as in the 
1P Mode Fighter Select screen (see page 5). Press Start fo 
access the Key Config screen (see page 16) for info on Key 
Contig). 
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Time Limit 

When you have selected a fighter, the Survival Mode Time 
Limit screen appears. Choose from 3, 7 or 15 minutes for the 
total play time. Press the D-Pad LEFT/RIGHT to highlight a 

ee | time limit, and Button A or C to select. Press Button B to go 
aun ee — back to Fighter Select, or Button Y to return to Mode Select. 
ns Press Start to access the Key Config screen (see page 16). 


| ieee 








The Rules 

Survival Mode pits you against two foes: the other fighters, and the clock. The object is to KO as 
many opponents as possible in the time limit given. Your fighter starts the first round with a full 
Life Gauge, but doesn’t recover any Life at the start of subsequent rounds. Your opponents come at 
you in a fixed order (it’s the same every time), and you face each opponent for one round only. In 
Survival Mode, the computer does significantly less than normal damage per attack to the player 
than in other modes. Lucky you. 











Armor Gauge Life Gauge 








Countdown 
Win Counter Total Time Remaining 
The Survival Mode Ring 
Armor Gauge — Shows the condition of the fighter’s armor (for those who have it). See the note 
on page 6. | 
Life Gauge Shows liow much Life the fighter has left. Remember, in Survival Mode once you 
lose Life, you're not gonna get it back. 
Countdown Begins counting down to zero when there are less than 100 seconds to go untit 
Game Over. 


Time Remaining Counts down from the original time limit (3, 7 or 15 minutes). 
Win Counter Shows the number of fights that you've won so far. 


OR One 


Other Survival Mode screens 


Pause Game Over Name Entry 
When you Pause a game by The Survival Mode game So you beat the old record, 
pressing Start, the Pause ends when A) you lose all huh? Then you've heard it all 
Options menu appears. your Life and get KO'd or B} before: press the D-Pad LEFT/ 
Press the D-Pad UP/DOWN the time limit expires. You RIGHT to highlight a charac- 
to highlight options and can’t continue a Survival ter, and Button A, C or Start to 
Buiton A, C or Start to se- Mode game. That's that. | select it. Press Button B or 
lect. select the back arrow to delete 
a character. 





VS Mode 


VS Mode is a fighting mode for one or two players. When you 
select VS Mode from the Mode Select screen, the VS Mode Game 
Type screen appears. 


TT MY: 


VS Mode Game Type 


Select either 1P vs CPU or IP vs 2P (you can only select 
IP vs 2P if a Control Pad is plugged into both Control Ports). 
Press the D-Pad UP/DOWN to highlight a Game Type, and 
Button A or C fo select. Press Start to access fhe VS Mode 
Options screen (see page 15}, or Button Y to return to Mode 
Select. 


Ta VS Mode Fighter Select 

| After you select a Game Type, the VS Mode Fighter Select 
screen appears. Select a fighter just like in 1P Mode (see 
page 5). In a one-player fight against the CPU, first select the 
tighter you want to use, then select the fighter you want the 
CPU to control. If you're playing a two-player game, both 
players must select a fighter using their own Control Pads. 
Press Button B to go back to VS Mode Game Type, Button Y to 
return to Mode Select, or Start to access the VS Mode Options 
screen. 





VS Mode Stage Type 

Once you've picked the fighters, the VS Mode Stage Type 
screen appears. You can decide the settings for your fights. 
Choose from With Wall (for Fighting Vipers-style enclosed 
rings), Without Wall (for Virtua Fighterstyle tights on the 
open range) or Random (to let the CPU assign the arena). 
Press the D-Pad LEFT/RIGHT fo highlight a Stage Type, and 
Button A or C io select. Press Start to access the VS Mode 
Options screen, Button B to go back to VS Mode Fighter Select 
or Button Y to return to Mode Select. 


Stage Type 
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ighter needs to w 


VS Match Wins Tallies the number of match wins for each player in VS competi 
| —_ 
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isplays the number of rounds the fighter has won in the current match. 


D 


Shows how much more punishment the fighter can take and remain standing. 
Shows how many 


Shows the amount of time left in the round. 
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Rounds Won 


Match Point 
When you Pause a game by pressing Start, the Pause Options menu appears. Press the D-Pad UP/DOWN to 


highlight an option and Button A, C or Start fo select. 


| Armor Gauge 


Pause 








Team Battle Mode 


Not satistied controlling only one highly dangerous fighting machine? Why not try Team Battle Mode, 
where you can make teams of up to eight of your favorite fighters to pit against a team controlled by the 
CPU or some unlucky human opponent. 


Team Battle Mode Game Type 

After you select Team Battle Mode from the Mode Select | 
screen, the Team Battle Mode Game Type screen appears. | cman ee ceenewenennnty 
Select 1P vs CPU or IP vs 2P, asin the VS Mode Game Type | fam RE 
screen (see page 9). The IP vs 2P type can only be selected 
when there are Control Pads connected to both Control Ports. 


Team Battle Mode Team Select 


Once you have selected a game type, it’s time to choose up 


sides. You can choose teams of one to eight fighters. Press: Cr 
cor EG 


| _ - LI he. ; fe a Bal LaLa tS a 
D-Pad to highlight the names of tighters Sane Sols ini saneonatinnnt 


Button A, C, X or Z to select a highlighted fighter 

Button B to cancel the previous selection 

Button L or R to finish making selections 

Button Y to return to Mode Select 

| Start to access Team Battle Mode 
Options (see page 15} 
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When you finish making selections, or have selected eight fighters, an OK prompt appears. Press Button A, CX or Z to 
confirm, or Button B to cancel and return fo the lineup. In 1P vs CPU fights, the CPU automatically selects a team with 
the same number of fighters as you have selected. In IP vs 2P fights, the players can select teams with different 
numbers of fighters. Both players can select the same fighters, and you can pick the same fighter to appear any 
number of times on a team lineup. 


Team Battle Mode Stage Type 

When the teams have been set, the Team Battle Mode Stage 
Type screen appears. First select a Stage Type (With Wall, 
Without Wall or Random) just like in VS Mode Stage Type 
(see page 9). Next, choose whether or not to have the 
fighters’ Life Gauges refill after every round. Press the D-Pad 
UP/DOWN to highlight either Recover Life or Don’t 
Recover Life. Press Button A or C to make your selection. 
Press Button B to go back up to Stage Type select. Press Button 
Y to return to Mode Select, or Start to access the Team Battle 
Mode Options (see page 15). 
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rmor Gauge - — Life Gauge 


Timer 





The Team Battle Rin 


rmor Gauge — Shows how the armor is holding up (for fighters wearing it). See page 6. 
Life Gauge Shows the amount of Life left for the fighter. 
Timer Shows the amount of time lett in the round. 
Wins Displays the number of rounds the fighter has won in the current Team Battle. 
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Game Over ) 


The Team Battle Mode fight 
ends when all the members on 
one team have been defeated. 
After the last match has been 
decided, the Result screen 
appears. The Result screen 
shows the winning team and a 
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Pause fighter-by-fighter breakdown o 
When you Pause a game matches won and lost. The tota 
by pressing Start, the number of matches won for 


each team is also displayed at 
the bottom of the screen. Press 
UP/DOWN to highlight Button A, C or Start fo return to | 
an option, and Button A, oe Team Battle Mode Game Type 
C or Start to select. from the Result screen. 


Pause Options menu 
appears. Press the D-Pad 


Training Mode 


Did you ever want to hit somebody who couldn’t hit back? Training Mode gives you that chance (and it’s 
legal!), letting you practice the moves for any of the fighters on a defenseless training dummy. Training 
Mode also lists the name of every move and ifs button commands for every fighter, which makes if a quick 
reference quide for checking out your fighter’s arsenal of attacks. 


Training Mode Fighter Select 

When you select Training Mode in Mode Select, the Training 
Mode Fighter Select screen appears. Select a fighter as in the 
IP Mode Fighter Select screen (see page 5). Press Start to 
access the Key Config screen, or Button Y to return to Mode 
Select. 


The Training Mode Ring 

After you select the fighter you want to use, the Training Mode ring appears. You begin Training Mode 
facing your training partner, a dummy controlled by the CPU. Press Start to bring up the Command List (see 
page 14) for your fighter, or take a few moments to pummel the CPU-drone with impunity. 


Damage 


Move Name 





Commands 





Damage Shows the amount of damage dealt by the current attack (or attack combination). 
Move Name Displays the move currently being practiced. 
Commands Shows the button commands and necessary conditions for the selected move. 
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The Command List 

Press Start while in Training Mode to call up the 
Command List, which shows the moves, button 
commands and conditions for each of your fighter’s 
moves. Press Start to return to the Training Mode 
ring when you get to a move you want to practice. 
You can continue practicing moves indetinitely. 
When you want to stop training and get back to the 


real McCoy, press Start to bring up the Command List, then press the D-Pad RIGHT to highlight EXIT and 
Button A or C to select. This returns you to the Training Mode Fighter Select screen. 


tr 





Records lists the best course clear times for every course you've finished in 1P Mode, and the best wins 
records for Survival Mode. When you enter Records from the Mode Select screen, the Record Select screen 
appears. Press the D-Pad UP/DOWN to highlight the record type you want to check out, and Button A or C 


fo enter. 
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IP Mode Records 


Shows the top clear time, fighter used and player 
initials for every 1P Mode course completed. 
When you finish gloating, press Button B to 
return to Record Select or Button Y to go back fo 
Mode Select. 


4 


Survival Mode Records 


Shows the record number of wins, fighter used and 
player initials for each Survival Mode time limit. Press 
Button B to return to Record Select or Button Y to go back 


to Mode Select when you get fired of patting yourself on 
the back. 
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2 Opi 


In addition to the main Options screen, there are individual 
Options screens for the 1P, VS and Team Battle modes. In all 
Options screens, press the D-Pad UP/DOWN to highlight 
options, and LEFT/RIGHT to make changes within the 
highlighted option. Press Button B from any part of the 
Options menu to highlight EXIT. In the Main Options screen, 
press Start or Button Y to return to Mode Select. In the 1P, VS 
and Team Battle Mode Options screens, press Start or Button Y 
fo return to the screen from which you accessed the Options 


screen. 
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Some options are available in more than one Options screen. They are as follows: MO=Main 
Options, 1P=1P Mode Options, WS=VS Mode Options and TB=Team Battle Mode Options 


SOUND 
KEY CONFIG 


GAME TYPE 


SOUND EFFECTS 


VOICE TEST 


BOM 


I | DIFFICULTY 
MATCH POINT 
| TIME LIMIT 
STAGE (w/WAILL) 


| STAGE (w/o WALL) 


LIFE 


DEFAULT 


EXIT 


Select Stereo or Mono (monaural). (MO) 

Press Button A or C to access the Key Contig sub-page. For more information on how to 
reconfigure the Control Pad, see Key Config page 16. (MO, 1P, VS, TB) 

Select either Virtua Fighter or Fighting Vipers gameplay type. The two game types feature 
differences in the way the fighters move when knocked into the air (see the Air Recovery note 
on page 17), and in the way special attacks affect fighter armor. (MO) 

Press the D-Pad LEFT/RIGHT to cycle through the sound effects, and Button A or C to play. 
(MO) 

Press the D-Pad LEFT/RIGHT or L/R to cycle through the voices, and Button A or C to play. 
Press L or R to select a new character. (MO} 

Press the D-Pad LEFT/RIGHT or L/R to cycle through the background music tracks, and 
Button A or C to play. (MO) 

Choose from Very Easy, Easy, Normal, Hard or Very Hard for the toughness of the 
CPU-controlled fighter. (1P, VS, TB) 

Set the number of rounds (1—5 in VS Mode; 2—5 in 1P Mode) required to win a match. 
(1P, VS) 

Set the time limit for each round of fighting to 10, 30, 45 or 60 seconds. Or select NO LIMIT 
for fights without a time limit. (1P, VS, TB) 


Choose one of 16 stages with walls to hold your fights in, or IN ORDER, to play them one after 


the other. (WS) 

Pick one of 16 stages without walls, or IN ORDER to try them all in sequence. (WS} 

Set the amount of damage each fighter takes per hit. A shorter Life Bar indicates relatively 
more damage per hit, a longer bar means the fighter is stronger and takes less damage per 
hit. (VS, TB) 

Press Button A or C to reset all the options to their default values. (MO, 1P, VS, TB) 

Press Button A or C to finish configuring options. (MO, 1P, VS, TB) | 
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Key Config OAC 


Key Config features four pre-set Control Pad configurations, 
and four Fdif settings that you can set yourself. In Key 
Contig, press the D-Pad LEFT/RIGHT to scroll through the 
configuration names. Press Button B to select the 
highlighted configuration and return to the screen from 
which you accessed Key Config. You can set the configura- 
tions for Control Pads 1 and 2 independently. 


Key Contig Edit 





There are tour Edit configurations available. Press Start when the Fai Control Pad (number 1, 2, 3 or 4) 
you want to configure appears onscreen. You can set the commands for all the buttons except the D-Pad 


and Start. You can also assign the same command to more than one button. Press the button you want fo 


set. a command for to highlight the button name, then press the D-Pad LEFT/RIGHT to cycle through the 
list of commands available for that button. When you finish configuring the Edif Control Pad, press Start. 


iP Saas 





The commands described in this section are all default commands for a fighter facing right. For fighters 


facing left, reverse the commands. The movement commands (jump, advance, retreat and crouch) can be 


used in conjunction with attacks or defenses fo produce special attacks. See the moves lists on pages 


18 — 39 for the commands for each fighter’s moves. 
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[Defense 
[Punch 
: [Kick 
co |L/R Escape 

| Press simultaneously 
Press the D-Pad in the direction shown (yellow) 
Press the D-Pad and hold (red) 
Functions as B+A 
Functions as (+A 
Functions as A+B+C 


aA 8 b> 


Ne mM LW Ft 


[Defense [P]unch [K Jick Escape 
Press Button A to ex- Press Button B to Press Button C to Press Button L or 


ecute a standing throw a high kick ‘em high, R to make a 
guard or Y+A to | punch, or V +B to VY +Cto nitty sidestep to 
guard against low | — aim your sights kick ‘em low. the left. Press 


attacks. 


Dash 
Throw 


Stomp 


Quick-Up 


Air 


Recovery 


VF3 
Moves 


lower. b +Lor vb +R 
to dodge right. 





Press the D-Pad forward twice (=> =) to dash in that direction. 

Press A+B in close-range situations to execute your fighter’s basic throw attack. Some 
fighters have several throws to choose from (see the individual moves lists), but they 
can all throw using A+B. 

Press “|* B fo jump on a fallen foe. Some fighters have more than one attack to use 
against downed opponents (see the individual fighters’ moves lists). 

When you get knocked down by an opponent's attack, you have several options. You 
can lie there stunned and sprawling, or you can do something to regain your feet and 
dignity. Press the D-Pad LEFT/RIGHT/UP/DOWN to roll in that direction as you get up. Press 
Button A, B or C repeatedly to speed your recovery. Press Button L/R to do a handspring 
recovery. 

When you get sent flying into the air, you can perform the Air Recovery move to get 
your bearings in mid-air and land on your feet. The Air Recovery can only be performed 
in the Fighting Vipers Game Type (see Options, page 15). Press A+B+C or Button L or R 
to pertorm an Air Recovery. 

Each fighter from Virtua Fighter 2has an expanded arsenal of moves straight from the 
arcade hit Virtua Fighter 3. These attacks can only be performed by VF2 fighters, but 
they work equally well against characters from both VF2 and Fighting Vipers. The VF3 
moves are marked with a bullet ( © ) in the individual fighters’ moves lists. 
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LIMITED WARRANTY 


Sega of America, Inc. warrants to the original consumer purchaser that the Sega Saturn 
compact disc shall be free from defects in material and workmanship for a period of 
90 days from the date of purchase. If a defect covered by this limited warranty occurs 
during this 90-day warranty period, Sega will repair or replace the defective compact 
(lisc at its option, free of charge. This limited warranty does not apply if the defects have 
been caused by negligence, accident, unreasonable use, modification, tampering or 
any other causes not related to defective materials or workmanship. 


[o receive U.S. warranty service, call the Sega Consumer Service Department at: 
1-800-USA-SEGA 


lo receive Canadian warranty service, call the Sega Canadian Consumer Service 
department at: 1-800-872-7342 


DO NOT RETURN YOUR SEGA SATURN COMPACT DISC TO YOUR RETAIL 
SELLER. Return the compact disc to Sega Consumer Service. Please call first for further 
information. If the Sega technician is unable to solve the problem by phone, he or she 
will provide you with instructions on returning your defective disc to Sega. The cost of 
raturning the disc to Sega’s Service Center shall be paid by the purchaser. 


REPAIRS AFTER EXPIRATION OF WARRANTY 


If your Sega Saturn compact disc requires repairs after termination of the 90-day limited 
wirranty period, you may contact the Sega Consumer Service Department at the 
number listed above. If the technician is unable to solve the problem by phone, he or 
sie will advise you of the estimated cost of repair. If you elect to have the repair done, 
you will need to return the defective merchandise, freight prepaid and insured against 
loss or damage, to Sega’s Service Center with an enclosed check or money order 
payable to Sega of America, Inc., for the amount of the cost estimate provided to you 
by the technician. If, after inspection, it is determined that your compact disc cannol 
be repaired, it will be returned to you and your payment will be refunded. 


LIMITATIONS ON WARRANTY 


Any applicable implied warranties, including warranties of merchantability and fitness 
lor a particular purpose, are hereby limited to 90 days from the date of purchase and 
are subject to the conditions set forth herein. In no event shall Sega of America, Inc,, 
be liable for consequential or incidental damages resulting from the breach of any 
express or implied warranties. 


[he provisions of this limited warranty are valid in the United States only. Some states 
do not allow limitations on how long an implied warranty lasts, or exclusion of 
consequential or incidental damages, so the above limitation or exclusion may not 
apply to you. This warranty provides you with specific legal rights. You may have 
other rights which vary from state to state. 
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Sega is registered in the U.S. Patent and Trademark Office. Sega Saturn is a trademark of SEGA. Die Hard is a trademark of Twentieth Century 
Fox Film Corporation. © Twentieth Century Fox,1988,1997. All rights reserved. This game is licensed by Sega for home play on the Sega 
Saturn system only. Copying and/or transmission of this game is strictly prohibited. Unauthorized rental or public performance of this game is 
a violation of applicable laws. ©1997 SEGA, P.0. Box 8097, Redwood City, CA 94063. Made in Japan and printed in the U.S.A. All rights 





